





INSTRUCTION BOOKLET 


[ook for this seal on all software and accessories 


for your Nintendo Entertainment System. It repr 


sents Nintendo’s commitment to bringing you only 
the highest quality products. Items not carrying 
this seal have not been approved by 


1 
1 


Nintendo, and are not guaranteed 
to meet our standards of 
excellence in workmanship, 
reliability and most of all, 
entertainment value. 




















Thank you for selecting the Nintendo Entertainment System* Super Mario Bros.* , Duck Hunt* 
and World Class Track Meet™ Pak 


Please read this instruction booklet to ensure proper handling of your new game and 
then save the booklet for future reference 


PRECAUTIONS 


1) This is a high precision game. It should not be stored in places that are very hot or cold 
t 


Never hit or drop it. Do not take it apart 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may damage the 
game. 

3) Do not clean with benzene, paint thinner, alcohol or other such solvents. 


Note: 

In the interest of product improvement, Nintendo Entertainment System specifications 
and design are subject to t prior notice. This game has bee 
programmed to take advantage of full screen. Some older model T.V.s have 
rounded s ens and may block out a portion of the image 
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GAME SELECTION 


* When you turn the system power switch on, a screen like 
that to the right will appear 

Use the SELECT button or Control Pad to choose the game 
you want to play 

When you select a game, each title screen will scroll from 
right to left 

When you have decided on the game you want to play 
press the START button or A/B button and a demo screen 
will appear 

Refer to each game's starting procedure before starting 


CAUTION 


To return to the game selection screen once the game is over, either press the RESET button 
or turn the power switch off and then on again 





— SUPER MARIO BROS. 


OBJECT OF THE GAME/GAME DESCRIPTION 


One day the kingdom of the peaceful mushroom people was invaded by the 
Koopa, a tribe of turtles famous for their black magic. The quiet, peace-loving 
Mushroom People were turned into mere stones, bricks and even field horse- 
hair plants, and the Mushroom Kingdom fell into ruin. 

The only one who can undo the magic spell on the Mushroom People and 
return them to their normal selves is the Princess Toadstool, the daughter of 
the Mushroom King. Unfortunately, she is presently in the hands of the 
great Koopa turtle king. 

Mario, the hero of the story (maybe) hears about the Mushroom People's 
plight and sets out on a quest to free the Mushroom Princess from the evil 
Koopa and restore the fallen kingdom of the Mushroom People. 

You are Mario! It’s up to you to save the Mushroom People from the black 
magic of the Koopa! 





1 NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS. 


Controller 1/Controller 2 Control pad B button 
* Controller 1 — for 1 player game 
* Controller 2 — for second player 

in 2 player game 





A button 


START button 
SELECT button 





n 7229 
a2? Control pad 
moves Mario (Luigi): t Walk to the right. 
(Push button B at the same time to run.) 


- Crouch. (Super Mario only.) 
Walk to the left. (Push button B at the 
same time to run.) 


A button 
Mario (Luigi) jumps higher if you hold the button down longer. 


When you're in the water, each press of this button makes you bob 
up. 


"Don't get too lazy about swimming or you'll get pulled under by 
the whirlpool at the bottom of the screen. 


| B button 
| Accelerate ... Press this button to speed up, then jump 
| & and you can go all the higher. 
Fireballs After you pick up the fire flower, you 
can use this button to throw firebails. 


SELECT button 
Use this button to move the mushroom mark to the 
game you wish to play. 





START button 

Press this button to begin 

Pause: 

If you wish to interrupt play in the middle of a game, press the START button. 
The pause tone will sound, and the game I stop. Press the START button again 
when you wish to continue playing. The game will continue from where you left 
off, 

" The TOP SCORE will disappear if the reset sw s pressed or the power switch 


s turned c 


2. HOW TO PLAY 


Kingdom is made up of 


ch world is divided into 4 
N nds in a big 
mushroom 


nc Ч 
each world with 


it to the last cast 


sharp wits and ligh 











Starting position and time progress 

e At the beginning of the round, play starts from the beginning of the area; how- 
ever, once Mario gets about halfway through an area, he doesn't have to go all 
the way back to the beginning after getting done in by one of the bad guys. 
"When you get to the last castle, you start the game over from the castle en- 

trance. 

e When play starts, the clock in the upper right of the screen starts ticking away. 
Any time left on the clock when you get to the end of each area is added to 
your score as bonus points. 

* There is no remaining-time bonus when you get to the very last castle 


Finish Area e At the end of each area there 
is a small castle, but before 
you get to the castle you have 
to go up a big staircase and 
Jump onto a flagpole. The 
higher you jump onto the 
flagpole, the higher the bonus 
you receive 





Pointers 


Jumping Mario and Super Mario both jump the 
same height. 


eThe height Mario jumps depends on how long you 
hold the A button down. 


e You can use the = control pad to make Mario 


hook to the left or right even in mid-air! 
ePushing the B button makes Mario speed up, and 
& | when Mario is speeded up he can jump higher. 


Bonus Prizes 





e |f Mario picks up 1 up mushroom, he gets an extra life 
e |f Mario picks up 100 coins, he gets an extra life 


e In addition, there are other ways to get an extra Mario. 





Mario, Super Mario, Invincible Mario, etc. 

Mario's Friends 

If you come across mushrooms who have been turned 
into bricks or made invisible, they reward you by 
giving you a power boost. With each boost Mario 
changes into a different, more powerful Mar о, as 


Magic 


Mushroom 


shown below 








"When Super 
but simply return 
" For a short wh ип 
During this time, he can not b 
How to topple the Turtle Tribe 
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Beware! The following are deadly: 
Dit 


] Koopa Troop: 


{тө Goomba 


P ^. 
السا‎ 
r ad = 





Коора Troopa 77 – Koopa Paratroopa | 


| redi) | EM: (green) 


Koopa Paratroopa LJ 
redi Р 5 Burry Beetle 





The Hammer 
Brothers 
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Secret Tricks 


4^ Bulldozer attack 


eKick one of the 4» and then run 
right behind it (use the B button) 
and your path will be cleared for you 
as your enemies are sent flying. 

*Just look out for ricochets. If the 
4^ runs into a ©}, your attack 
will backfire and you'd better move 
fast to keep from getting swept off yourself. 

e |f you want to get a lot of points, be sure not to leave any enemies alive behind 
you, since the more enemies you kill the more new ones appear. Especially, 
when using the “bulldozer attack," make sure all the enemies on the screen are 
wiped out before continuing to the right. 

• Because the screen moves from left to right, there are enemies off the edge of 
the screen that can't be seen. You can't kill enemies you can't see by sending 
a 4* off the screen after them. Why not? Maybe they jump over the enemy 
when Mario isn't looking... ! 

Strangely enough, however, if a kicked 48 bumps into a FF off the screen, 

it comes ricocheting back at Mario. If you hear the sound of a ricochet, jump 

right away so you'll be ready when it comes flying back onto the screen. 

e When а 4* comes ricocheting back at you, it's possible (for a real pro, that is) 
to stomp on the turtle one more time and stop it. 

e There are plenty of other tricks — see if you can discover them on your own. 














Chain-reaction techniques 





eUse the old "Domino Effect" (ask 
your parents) to e out a bunch of 
bad guys one after the other to get 
high points. 
Each coin you grab is worth 200 
points. If you collect 100 coins, be 
sides the points ns you 





also get an extra Without a 
doubt, a lot of coins are tucked away 

newhere (why do ya’ suppose 
this is under "Chain-reaction Tech 
niques?"') 


Top Secret 


You get 50 points for each brick you smash 


places 
" There are several different ways to get an 
for yourself 
t the end of an area (after you jump onto її 
and for each explosion you get 500 points 


a secret; see if you can figure it out 


try punching lots of different 


try to figure them out 


e), fireworks may go off, 


the fireworks go off is 





DUCK HUNT 9 


This game requires the Zapper® Light Gun Attachment. 








OBJECT OF THE GAME/GAME DESCRIPTION 


This fast action target game takes you into the marshes with your trusted 
hunting dog at your side. He'll flush out your prey, then it's split second 
timing and sharp shooting accuracy to bag these ducks. Take on one duck or 
two at a time, and then as a true test of marksmanship, try clay shooting — 

| the ultimate challenge! 1) 


1. CONNECTING THE ZAPPER TO THE NINTENDO 


ENTERTAINMENT SYSTEM CONTROL DEDK 





2. NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 


Controller 1 Controller 1 — START/SELECT or for 
Control Pad second player in Game A 


C p Control pad 

Used with Game A for second player to 
control duck's flight pattern 

A button — not used 


A button B button — not used 


B button 
START button 
SELECT button 


SELECT button 

When this button is pressed, the arrow (>) on the 
screen moves. Line up the arrow with the game 
you wish to play. 

Game selection is also possible with the Zapper. 


START button 
Press this button to begin. Starting is also possible with the Zapper. 
19 





Pause: 

If you wish to interrupt play in the middle of a game, press the START button. 

The pause tone will sound, and the game will stop. Press the START button again 

when you wish to continue play. The game will continue from where you left off 

* The TOP SCORE will disappear if the reset switch is pressed or the power switch 
is turned off. 


3. OPERATING THE ZAPPER 


= 
| 


Target range: approx. 6 feet 
"The target range depends somewhat on the size of | 

your TV. | 
Adjusting the TV screen | 


" The TV screen must have its contrast and brightness 
adjusted properly for this game. If not, shots may | 
not hit the targets. 
Selecting and starting games with the Zapper 
"Point the Zapper away from the screen with the| 
game menu displayed, and shoot. The arrow (>) will p^ 
move 
* Line up the arrow (>) with the game you wish to 
play, and then shoot directly at the screen. The 
game you selected will start. 
* Some TVs may not be adjusted properly for the game. Please adjust the picture 
controls if the game doesn't start when the Zapper is fired at the screen. 
20 





4. HOW TO PLAY 


Game A 





2 Players:] 


GAME А can also be played with two players 
| 


р 
sd, trying to ave 


One player is the hunter. The other 


GAME В (Duck Hunt 


GAME C (Clay Shooting) 
This gome is sion traps! 


y pigeon з out and fly aw 


atl 0 m 


+ “ | NL 
pe 4 | 


Pu Se ШОРО 





Three shots per duck 
Three shots per two ducks 
Three shots per two clay pigeons 


[Scoring:] 


GAMES A, B and C 
* The points received show up on the screen wherever a hit is made. Points differ 


depending on the round. 
* A PERFECT bonus is awarded when a round is ended without a MISS. 


[Advancing to the next round] 
* if the hit indicator has reached the PASS LINE at the end of the round, you 


advance to the next round; otherwise, the game is over. 
* The minimum count on the PASS LINE gradually increases as the rounds ad- 


vance (starting from the 10th round) 


[Round number] 
* Round numbers are indicated with “R 





SAFETY PRECAUTIONS 


AWARNINGA 


Persons with heart, respiratory, back and joint problems, or high blood pressure or under a physician's 
direction to restrict activity should not use the Power Pad without a physician's advice. Pregnant women 
should not use. Serious personal injury can result. 


AXCAUTIONA 


*Do not wear shoes!! Keep all sharp objects away from the Power Pad at all times. 

*Do not use the Power Pad outside or near sources of heat or moisture. 

*Do not use the Power Pad on any soft, thickly padded floor such as а couch or lawn. You could stretch 
or break the internal mechanism as well as cause possible personal injury 

* Маке sure the Control Deck power is OFF when changing any game cartridge or making a connection 


from the Power Pad. Sometimes, static electricity builds up in the Power Pad and connecting it with the 
power on could damage the Nintendo Entertainment System. Do not stand on the Power Pad while mak 
inga connection 

*When unplugging the Power Pad connector from the Control Deck, always hold the connector itself, not 
the cord. Do not touch the terminals or wet them with water. Personal injury could result 


* All users should do several minutes of warm-up exercises before starting to play games on the Power Pad 
*Select an area to use the Power Pad where you will not be in the way of other people or objects in case 
of falls. Do not position the television set where you may hit it if you fall 


Failure to read and comply with the instructions, including these safety precautions may result in personal 
injury to you and/or damage to the Power Pad. Nintendo of America Inc. assum ponsibility, obligation 
or liability for injuries ained due to such failure 





TYPES OF EVENTS 
100M DASH 


The most crucial element in short distance running is 

the start. Controlling your pace is also an important factor 
This game not only helps develop your muscles and alertnes 
but also develops your mental concentration and stamina 


LONG JUMP 

In the long jump, coordination between the speed of the approact 
and the timing of the take-off is important. You are disqualified if 
you step over the take-off line. The key to success is developing 
your jumping ability in the general 


110M HURDLES 

The key to winning the hurdles is the timing of the jumps. You 
will not be disqualified even if you knock many hurdles over 
but you lose time by hitting them, You should jump at the right 


place and at the right time in front of each hurdle WT 


TRIPLE JUMP 
The total distance of the triple jump will be calculated as your 
score for this t. You should keep up a relatively fast 


speed i E ach. Try to maintain your momentum going 


into tł step, and us your might in the final jurr 








2. HOW TO CONNECT AND OPERATE THE POWER PAD 


Use the B side of the Power Pad with this Game Pak. Do not use the 


HOW TO CONNECT THE POWER PAD TO YOUR NINTENDO ENTERTAINMENT SYSTEM 


CONTROL DECK 


To adjust the television sc 


read the Control Deck and television instructions 





Power Sw 

Plug the standard 
Controller Connector 
into the No.1 socket on 
the front of the Control 
Deck 


Plug the Power Pad 
Connector into the No.2 
socket on the front of 
the Control Deck 


een when connecting the Control Deck to your television, carefully 





3. Insert the Game Pak into 


the Control Deck 

Unfold the Power Pad 
completely, then turn on 
the Power Switch on 
the Control Deck 





NAMES OF PARTS 
POWER PAD 


SUPER SPEED 
POSITION 


ADVANCED 
SPEED POSITION 





NORMAL SPEED 
POSITION 








LEFT | RIGHT LEFT | RIGHT 
FOOT| FOOT FOOT| FOOT 


CONTROL RIGHT CONTROL 
f AREA 


* Two players can race side by side in the 100M Dash and 110M Hurdles. 

* When you run in place on the pad, the runner on the screen will run, and when you jump, 
so will the runner on the screen. 

* |n the 100M Dash, the runner won't jump 





3. NAMES OF THE STANDARD CONTROLLER PARTS AND 
OPERATING INSTRUCTIONS 


FEE 


s stant ) B A 
== Ф |... 


В) button 


Control Р. START button 
ontrol Pad 


SELECT button 





SELECT button.....Use this button to select the event. If the screen is in registration mode, 
the selected letters will be entered. If you press this button after the game 
is over, the screen will show the award presentation. If you press it again, 
the screen will move to another game 

START button......Press this button to begin the game. 

Control Pad...... Use this pad to enter individual information. 
A) button.............Use this button to move the blinking cursor to the right on the screen 
B) button.............Use this button to move the blinking cursor to the left on the screen. 

PAUSE... .. The START button functions as a PAUSE button at certain times. If you 
press the START button when the screen is in award presentation mode 
for the 100M Dash, the Long Jump, the 110M Hurdle and the Triple Jump 
or when the screen is in the individual score mode or award presentation 
for the Olympics, the screen will freeze. 





4. EVENT SELECTION AND NAME ENTRY 
EVENT SELECTION SCREEN INPUT SCREEN 


Input of the number of players 


Blinking Cursor 
Arrow 
— Cursor 


ed on the screen "This screen won't appear in the 
by pressing the SELECT button tournam mode 
Then press the START button 


* Use the Control Pad to position the Arrow Cursor to the appropriate listing. Then pr 
button 

Fir register the number of pla 

After selecting the number of players press the RT button. Then you will see name entry columns 
for the г nber of players you want to compete 

If you don't input the number of players and press t TART button, it automatically becomes a one 
player game 

The writing position (Blinking Cursor n be moved to the right or left by using the(A)button or (B)button 
When you want to correct a listing, bring Blinking Cursor to where the error is by using the (a)button 
or the(B) button. Then corre 

Use the BLANK MARK to € o lett Move the B ng Cursor t 


Cu using the (A)button 
Blank Mark and press 





5. HOW TO PLAY 

7) HOW TO READ THE SCREEN DATA З 5 
unner number | | olor 

100M DASH, 110M HURDLES || 


When you play by yourself in either the 100M 
dash or 110M hurdle, use only the left side 
control area on Power Pad 


Types of Event - 


Meter (This 
shows where 


the runner is 
side runner- 


Right side runner 


LONG JUMP, TRIPLE JUMP союп [22 TIES 05 event 


| Distance | 


When you play by yourself in either the Long — 
Jump or the Triple Jump, you can use either the | 
left side or the right side control area on the 


Running 
Power Pad. 


Runner nur 





2) TOURNAMENT 


The top speed of each runner varies depending upon what 
Speed position he takes at the start. Which position are 
you going to take to beat the champion? 
* Super speed position —Beat the world champion by 
competing in this position. 
Advanced speed position — You are not far from 
participating in the Olympics 
Normal speed position— This is closest to the normal 
running speed. You are in the same position as the 
computer runners. 
Press the START button and stand on the left side control 
area of the Power Pad.''Start'' sign will appear 
In the other events, you can use the Normal, Super o: 
Advanced Speed positions on both the left and right side 
control areas. 


This is a tournament game against 6 champions registered 
in the computer. Beat them in 100M Dashes and 110M 
Hurdles 


False start indicator HERBERT 
* If you lift your feet from the pad before the starting signal, HIRO GT EHI 
а whistle and the starting gun, it is considered a ''false ы 

start''. You will be disqualified after three false starts 

Be careful | 
As soon as you hear the starting signal, which is a whistle H ШИНЫ 
followed by the starting gun, run in place on the pad as 

quickly as you can 





Your runner will increase his speed gradually. 

If you win against your opponent in the 100M race, you move on to 

100M Hurdles against the same opponent. — 
If you win the 110M Hurdles as well, you have beaten one opponent. - 
Your prize will appear on the screen 


After you have beaten one 
opponent you will receive one 
medal, after a second opponent 
a second medal, and after having 
beaten your third opponent, you 
will receive a third medal 

You have 6 opponents 
altogether. Your prizes will 
accumulate as you continue to 
win. 


$ 
$ 
$ 
$ 
H 


* |f you are beaten, the game ends 
there. If you wish to start the 
game over, just press the START 
button, and the first opponent 
will appear 





CHALLENGE THE CHAMPIONS! 
OPPONENTS ENTRY FILES 


No.1 TURTLE RABBIT 
Let's have a race Can you beat me? 


BEAR No.5 BOBCAT 
It'S my turn now Can you keep 
up with me? 


CHEETAH 
ally fast If you beat me 


you're the best 


to keep up your pace 





3) 100M DASH 
On your mark 


Super speed position 
is hard to beat 


When you play by yourself, you compete against 
the runners registered in the computer. When you 
play with two or more players, two runners 
participate each time 


When you have 3 or more players registered, the 
award presentation screen will appear at the end. 


You can have only 2 false starts 


mun 
ИНИНИ 
ШИШИ "n 1 НИНИН 





The runners' speeds vary depending upon 
the speed positions at the start 

You can easily adjust for players of N 
uneven ability by having them start in 
different speed positions 

Get on the pad and get ready! When two 
runners have gotten on the pad, the 
starting signal, a whistle, will be heard 
When you hear the pistol fired, start 
running 


After the events are over, the screen automatically shows the 
awards presentation. If you press the START button during the 
awards presentation screen, the PAUSE function works 


When you get on the pad of the Power Pad, а wh is heard. If you start running before 
the pistol is fired, itis considered a false start. You will be disqualified if you have three false 
starts or cannot finish within 60 seconds 





4) LONG JUMP 


START AT THE 
SOUND OF 
THE WHISTLE. 


You have 3 chances to 
jump. The farthest distance 
is considered your official 
score. 


If you choose a higher speed 
position, you can travel a 
longer distance, yet it is 
harder to gauge the timing 
of your final step. 

Choose the position which 
suits you best. 








LANDING! 





Р С 
is i کے‎ JUMP! hay 

ЖИЕ Ses | d E су. Өр 1 

* When you play with several players, let each player jump | 


once and then go to the second round. Repeat three times 4 
* Step on the pad on the mat and start with the sound of LANDING!! 
the whistle. (There is no sound of а pistol.) 


(TAKE-OFF LINE) 


Jump in front of the take-off line using good timing 
Р * |f you step over the take-off line s a foul and the jump won't be 


recorded 
* |f you have 3 fouls, you are disqualified 


* After the game is over, the screen will automatically show the 
awards presentation 
fe e If f he START button during the awards presentation 
iim mw f you press the START button during the awards presenta ў 
it functions as ''"PAUSE' 





m 


5) 110M HURDLES 
ON YOUR MARK STAND UP! 


TIMING IS EVERYTHING. 


When you play by yourself, you 
compete against the runners 
registered in the computer. When 
you play with two or more players 
two runners participate each time. 





When you have 3 or more players 
registered, the award presentation 
n will appear at the end. 


itr 
4 НИИТИ nmm 
HUH UID ı can have tw alse start 
HHI You can have two false starts 
UHHH 
mimi HE 
REL LH 
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The runners’ speeds vary depending 
——Ó— upon the speed positions at the start. 
| IR "Bl " You can easily adjust for players of 
uneven ability by having them start in 
different speed positions 
Get on the pad and get ready! Say for 
example, when you play with two 
people, when two runners have gotten 
on the pad, the starting signal will be 
heard. When you hear the sound of the 
pistol, start running 


With 100M Hurdles, jump over the hurdles carefully timing your jump before the hurdles 


Jump when you see the white box markers along the edge of the course 

When the events are done, the screen automatically shows the awards presentation. 

If you press the START button during the awards presentation screen, the PAUSE function 
works 

When you get on the pad of the Power Pad, the sound of a whistle is heard. If you start 
running before the pistol is fired, it is considered a false start. You will be disqualified if you 
have three false starts or cannot finish within 60 seconds. 





6) TRIPLE JUMP 


Three fouls, and you 
are disqualified! 





In the triple jump, the total distance for the three consecutive jumps 
is considered your official score. 


Try your best, paying close attention to the timing of the jumps 


If you choose a higher speed position, you can travel a longer 
distance, yet it is harder to gauge the timing of your final step 
Choose the speed position which suits you best. 





Get on the pad on the mat and start at the sound of the whistle 

(There is no sound of a pistol.) 

When you play with several players. let each player jump once and then go 
to the second round. Repeat three times 


Gauge your timing well 


TIPS FOR JUMPING 


ÁN * |f you step over take-off line, it's 
IEEE 

> + === а foul and won't be recorded. If you 

: have 3 fouls, you will be disqualified 

* When the event is over, the screen 

will automatically show the awards 
presentation 

* If you press the START button during 

the awards presentation screen, the 


1)Нор before the take-off PAUSE function works 


line concentrating on 
good timing *in World Class Track Meet Triple Jump, even if you don't 
ZiLand on the same foot properly alternate your feet, it won't be called а “foul” so that 
you hopped off smaller children can play as well. (For example, when a small 
3)Hop to the other foot child steps with both feet instead of one s not considered 
Jump and land on both а foul.) 
41 feet. 





7) THE OLYMPICS 


This is а group game which allows numerous participants 
The stadium records for each event are all adjusted to be 
calculated on a 100 point scale 


You play 100M Dash, Long Jump, 110M Hurdles, and 
Triple Jump consecutively. Each score is converted to а 
100 point scale and is totaled 


* The 1982 world track record listed in the Guiness Book 
s used as the reference to set the scoring standards 
* For each track event, read respective reference 
numbers: 
) 100M Dash, 4) Long Jump, 5) 110M Hurdles and 
) Triple Jump 


INDIVIDUAL SCORE BOARD 


6 


*The actual screen may be 
11 Slightly different from the 


illustration 


* When each player finishes all the even > total score If the are players of varying abilities 
for each individual player will appear > screer Op п in the selection of the speed 


* d )sitions ecommended 
Then the awards presentation will follow 








6. WORLD CLASS TRACK MEET-TIPS 


Do some warm-up exercises such as leg 
stretches and jumping before you start 
the game. Hurrying into strenuous 
exercise is not good for your health 


you have a problem 
keeping the Pad secure, 
place a vinyl or similar item 
underneath the Pad. Or you 
can use tape at the four 
corners to secure the Pad 
so it doesn't move 





Too much exercise may be 
harmful to your body! One hour 
a day is а moderate amount of 
exercise 





7. SCORE RECORDING 


DATE EVENT BEST SCORE 





COMPLIANCE WITH FCC REGULATIONS 


This equipment generates and uses radio frequency energy and if not installed and 
used properly, that is, in strict accordance with the manufacturer's instructions, 
may cause interference to radio and television reception. It has been type tested 
and found to comply with the limits for a Class B computing device in accordance 
with the specifications in Subpart J of Part 15 of FCC Rules, which are designed 
to provide reasonable protection against such interference in a residential instal- 
lation. However, there is no guarantee that interference will not occur in a parti- 
cular installation. 1f this equipment does cause interference to radio or television 
reception, which can be determined by turning the equipment off and on, the user 
Is encouraged to try to correct the interference by one or more of the following 
measures: 
— Reorient the receiving antenna 
Relocate the NES with respect to the receiver 
Move the NES away from the receiver 
— Plug the NES into a different outlet so that Control Deck and receiver are 
on different circuits. 
If necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The user may find the following booklet 
prepared by the Federal Communications Commission helpful: 
How to Identify and Resolve Radio -TV Interference Problems. 
This booklet is available from the U.S. Government Printing Office, Washington, 
D.C. 20402, Stock No. 004-000-00345.4. 
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